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WHAT ISXCIAIMED IS: 

1 - \ A computer-readable storage medium storing a 
program for a video game, which draws an object in a 
virtual splice , 

wherein said program is structured so as to make a 
computer perform: 

generating a contour-drawing object having a size 
greater than \that of said object; 

determining positions of said contour -drawing 
object and sajJ^L object so that said contour-drawing 
object thus generated is positioned behind said object 
when observed from a view point ; and 

drawing Scftid object at said position thus 
determined and drawing said contour-drawing object in 
an optional contour color and at said determined 
position except for an overlapping portion between said 
object and said contour-drawing object when observed 
from the view point 



2 . The computerv- readable storage medium according 
to Claim 1, wherein in\said drawing, said contour- 
drawing object and said\ object are drawn at said 
respective determined positions in the order named. 



3. The computer- readable storage medium according 
to Claim 1, wherein in said drawing, a hidden surface 
removal treatment using a ^buffer is carried out to 
draw said object at said determined position and draw 
said contour-drawing object at said determined position 
and in the optional contour color. 
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4 . The computer -readable storage medium according 
to Claim 1, Wherein in said generation of the contour- 
drawing objeat, the contour-drawing object is generated 
by expanding (the size of said object. 

5 \ 

5. The computer-readable storage medium according 
to Claim 1, wherein in said determining, the positions 
of said contour-drawing object and said object are 
determined so that said contour-drawing object 

10 generated appears \out side the edge of said object when 

observed from the view point . 



Q 20 
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6. The computer- readable storage medium according 
to Claim 1, wherein in said drawing, said object is 

L € 

drawing object is drawn at said determined position 



Ly 15 drawn at said determined position and said contour 

q drawing object is drawn at said determined positio 

7 except for the overlapping portion between said object 

ry and said contour-drawing object when observed from the 

m . \ 

view point, by use of texture mapping 



7. The computer-readable storage medium according 
to Claim 1, wherein in said drawing, said object is 
drawn at said determined position and said contour- 
drawing object is drawn at \said determined position 
25 except for the overlapping portion between said object 

and said contour-drawing obj\ect when observed from the 
view point, by use of textur^ mapping with texture 
varying with a lapse of time, 

30 8. A computer- readable storage medium storing a 

program for a video game, whicm draws an object 
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comprised of a plurality of polygons, 

wherein said program is structured so as to make 
computer perform : 

generating a contour-drawing object having a size 
greater than\that of said object; 

setting\a distance from a view point of each 
polygon forminct said contour-drawing object and said 
object so that said contour-drawing object thus 
generated is positioned behind said object when 
observed from the View point; and 

drawing each \polygon forming said object and 
drawing each polygon forming said contour-drawing 
object in an optional contour color in accordance with 
a drawing order of said polygons resulting from 
sequencing of said polygons from the greatest distance 
from the view point, set in said setting. 



9. A computer -reachable storage medium storing a 
program for a video game, Which draws an object 
comprised of a plurality ofi polygons, 

wherein said program \s structured so as to make 
computer perform: 

generating a contour-drkwing object having a size 
greater than that of said object ; 

setting a distance from a view point of each 
polygon forming said contour -driwing object and said 
object so that said contour-drawing object thus 
generated is positioned behind saVd object when 
observed from the view point; and 

drawing a pixel according to ^ polygon having a 
distance closest to the view point, \set in said 
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setting, out of polygons projectable into said pixel, 
wherein when the polygon projected into the pixel is a 
polygon forming \ said object, said pixel is drawn 
according to saia polygon and wherein when the polygon 
projected into tHe pixel is a polygon forming said 
contour-drawing ofeject, said pixel is drawn in an 
optional contour color. 
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10. An object drawing method in a video game, 
which draws an objec^t in a virtual space, said object 
drawing method comprising: 

generating a contour-drawing object having a size 
greater than that of Isaid object; 

determining positions of said contour-drawing 
object and said object so that said contour-drawing 
object thus generated tLs positioned behind said object 
when observed from a view point; and 

drawing said object at said position thus 
determined and drawing said contour-drawing object in 
an optional contour color and at said determined 
position except for an overlapping portion between said 
object and said contour -drawing object when observed 
from the view point. 
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11. The object drawipg method in the video game 
according to Claim 10, wherein in said drawing, said 
contour-drawing object and said object are drawn at 
said respective determined positions in the order 
named . 

12. An object drawing Aiethod in a video game, 
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which draws ah object comprised of a plurality of 
polygons, said object drawing method comprising: 

generating a contour -drawing object having a size 
greater than that of said object; 

setting a\distance from a view point of each 
polygon forming teaid contour-drawing object and said 
object so that said contour-drawing object thus 
generated is positioned behind said object when 
observed from the View point; and 

drawing each Vpolygon forming said object and 
drawing each polygon forming said contour-drawing 
object in an optional contour color in accordance with 
a drawing order of said polygons resulting from 
sequencing of said polygons from the greatest distance 
from the view point, set in said setting. 



13. An object drawing method in a video game, 
which draws an object comprised of a plurality of 
polygons, said object drawing method comprising: 

generating a contour-drawing object having a size 
greater than that of sadld object; 

setting a distance! from a view point of each 
polygon forming said conoour- drawing object and said 
object so that said contour -drawing object thus 
generated is positioned beLhind said object when 
observed from the view point; and 

drawing a pixel accoAiing to a polygon having a 
distance closest to the view point, set in said 
setting, out of polygons protectable into said pixel, 
wherein when the polygon projected into the pixel is a 
polygon forming said object, \said pixel is drawn 
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according to 
projected int 



said polygon and wherein when the polygon 
the pixel is a polygon forming said 
contour-drawirig object, said pixel is drawn in an 
optional contour color. 



14. A video game apparatus, which comprises 

a computer- readable storage medium storing a 
program for a video game which draws an object in a 
virtual space ; and 

a computer which reads out at least one part of 
said program from! said recording medium to perform, by 
reading out at least one part of said program from said 
storage medium, generating a contour-drawing object 
having a size greater than that of said object; 

determining positions of said contour-drawing 
object and said object so that said contour-drawing 
object thus generated in said generation is positioned 
behind said object w^hen observed from a view point; and 

drawing said object at said position thus 
determined by said position determination and drawing 
said contour-drawing object in an optional contour 
color and at said position determined by said position 



determination except fbr an overlapping portion between 
said object and said contour-drawing object when 
observed from the view Ipoint . 

15. The video game apparatus according to Claim 
14, wherein said drawing means draws said contour- 
drawing object and said lobject at said respective 
positions determined by paid position determining means 
in the order named. 
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16. A vifleo game apparatus, which comprises 
a computers- readable storage medium storing a 
program for a video game which draws an object 
comprised of a plurality of polygons in a virtual 
space; and 

a computer vJ^hich reads out at least one part of 
said program from feaid recording medium to perform, by 
reading out at least one part of said program from said 
storage medium, generating a contour- drawing object 
having a size greater than that of said object; setting 
a distance from a vilew point of each polygon forming 
said contour-drawing \ obj ect and said object so that 
said contour-drawing \object thus generated by said 
generation is positioned behind said object when 
observed from the view point; and drawing each polygon 
forming said object ana drawing each polygon forming 
said contour-drawing omject in an optional contour 
color in accordance wit\h a drawing order of said 
polygons resulting froml sequencing of said polygons 
from the greatest distance from the view point, set in 
said setting. 
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paratus, which comprises: 
torage medium storing a 
hich draws an object 
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storage medi\m, 

^xeneratiNig a contour-drawing object having a size 
greater! than th\t of said object; 

setting a oistance from a view point of each 
polygon forming saiSd contour-drawing object and said 
object so that said c^pnt our- drawing object thus 
generated! in said generation is positioned behind said 
object when observed from the view point; and 

drawing a pixel according to a polygon having a 
distance closest to the vieW point, set in said setting 
, out of polygons pro j ectablev into said pixel, wherein 
when the polygon projected intkthe pixel is a polygon 
forming said^object, said pixel according to said 
polygon is drawn and wherein whenVhe polygon projected 
into the pixel is a polygon forming\said contour- 
drawing object\, said pixel in an optional contour color 
i s drawn . 



18. A video game apparatus which draws an object 
in a virtual space, comprising: 
a computers and 

a computer-readable storage medium storing a 
program to be executed by said computer, 

wherein said Vprogram is structured so as to make 
said computer perform: 

generating a contour -drawing object having a size 
greater than that of \ said object; 

determining positions of said contour-drawing 
object and said object^ so that said contour-drawing 
object thus generated in said generation is positioned 
behind said object when observed from a view point; and 
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drawing said object at said position thus 
determined In said position determination and drawing 
said contour- drawing object in an optional contour 
color and at\said position determined in said position 
determination except for an overlapping portion between 
said object and said contour- drawing object when 
observed from che view point . 



19. A computer program for a video game, which 
10 draws an object an a virtual space, 

wherein said computer program is structured so as 
to make a computer perform: 

generating a contour-drawing object having a size 
greater than that ^>f said object; 
15 determining positions of said contour-drawing 

object and said object so that said contour-drawing 
object thus generated is positioned behind said object 
when observed from a view point; and 

drawing said object at said position thus 
20 determined and drawing said contour- drawing object in 

an optional contour color and at said determined 
position except for an overlapping portion between said 
object and said contour-drawing object when observed 
from the view point . 

25 

20. A computer program for a video game, which 
draws an object comprised of a plurality of polygons, 

wherein said computier program is structured so as 
to make a computer perform: 
30 generating a contour-drawing object having a size 

greater than that of said object; 
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setting a distance from a view point of each 
polygon forming said contour-drawing object and said 
object so thcflt said contour -drawing object thus 
generated is positioned behind said object when 
observed from the view point; and 

drawing each polygon forming said object and 
drawing each polygon forming said contour-drawing 
object in an optional contour color in accordance with 
a drawing order lof said polygons resulting from 
sequencing of said polygons from the greatest distance 
from the view point, set in said setting. 



21. A computer program for a video game, which 
draws an object comprised of a plurality of polygons, 

wherein said\ computer program is structured so as 
to make a computer Vper form: 

generating a contour-drawing object having a size 
greater than that ofi said object; 

setting a distance from a view point of each 
polygon forming said Icontour-drawing object and said 
object so that said contour-drawing object thus 
generated is positioned behind said object when 
observed from the view! point; and 

drawing a pixel according to a polygon having a 
distance closest to thel view point, set in said 
setting, out of polygons projectable into said pixel, 
wherein when the polygon projected into the pixel is a 
polygon forming said objlect, said pixel is drawn 
according to said polygon and wherein when the polygon 
projected into the pixel o_s a polygon forming said 
contour -drawing object, said pixel is drawn in an 



67 





nJ 
o 



68 



